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In the year 2020, the Americas are united to form the United States of New Continents (USN). 


In 2026, the Pacific Rim countries of Asia and Oceania, which share Tree II, form the Oceania Common Union 


(OCU). 


The story begins in this year 2112. 


While attending a technical college, Vanzer Maker Foggy Heavy "in 


Kazuki Takemura, who is doing the test bilots, is, 


My friend Kusa: together with Hazama Ryore, we went to deliver the new Vanzer. 


A large scale explosion disaster is encountered at Yokosuka Air Base, 


This unexplained explosion 书故, 


Soon the two were embroiled in an all-encompassing conspiracy... 
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Wanzer. 


A mobile combat weapon that reproduces human-like 


movements. They have been adopted around the world 


because of their terrain-independent mobility, 


adaptability 
to 
a 
variety 
of 
weapons, 
and 


advantageous 
single-person 
operation, 
and 
are 


reducing demand for other ground weapons. 


front mission 3 


front-mission third 



Kazuteru Takemura 


(Kazuki Takemura) 


Age: 19 / Height: 183 cm, 


Weight: 75 kg Nationality: OCU 


Japan 


Occupation: 
While 
attending 


Yokosuka 
National 
College 
of 


Technology, worked as a test 


pilot 
for 
Kirishima 
Heavy 


Industries 
Profile: 
Born 
in 


Yokosuka. 
Father 
was 
Isao 


Takemura, 
an 
officer 
in 
the 


Japanese 
Defense 
Forces. 
His 


mother died of 
illness when 


Kazuki was 12 years old. Kazuki 


also has a sister-in-law, Alisa, 


who was adopted by Isao. 


Emma. 


(Emil Gramscoy) 


Age: 22/Height: 168cm Weight: 


55kg/ Nationality: USN 


Occupation: USN Military 


Science Laboratory chief 


Profile: Came to Japan to 


investigate a mysterious 


explosion at Yokosuka Air Base. 


He appears to be of Russian 


descent, but the details are 


unknown. 


Ryogo Kusama 


(Marigold) 


Age: 19 / Height: 172 cm, 


Weight: 60 kg 


Nationality: OCU Japan 


Occupation: While attending 


Yokosuka National College of 


Technology, works as a test pilot 


for Kirishima Heavy Industries 


Profile: Kazuki's best friend 


since middle school. 


Alisa Takemura 


Age: 19 / Height: 160 cm / 


Weight: 49 kg / Nationality: OCU 


Japan Occupation: Student at 


Teihoku University Profile: 


Kazuki's step-sister. Her adoptive 


father, Isao, took her in when she 


was 9 years old. She is a student 


at Teihoku University. 
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Characters 



Dennis Weikert Age: 35 / Height: 180 


cm / Weight: 75 kg / Nationality: USN 


Occupation: FAKUSN Federal 


Intelligence Agency) Agent 


Profile: Sent to Japan with Emma to 


investigate the explosion at Yokosuka Air 


Base. He is a workaholic, but has an 


honest personality. 


Yun-Lifer. 


Age: 17 / Height: 155 cm, Weight: 45 kg 


Nationality: OCU Singapornore 


Occupation: Freelance Spender Profile: 


Since childhood, he has made his living 


as a "spender," taking on any kind of 


work, including eight-figure jobs and 


espionage, as long as he gets paid for 


it. The details are unknown, but it is 


said that both of her parents died when 


she was very young. 


Liu Haifeng 


Age: 32 / Height: 175 cm 


Weight: 80kg 


Nationality: Chinese People's Republic 
of Ohan 


Occupation: Lieutenant in the Armed 
Forces of the Central People's 
Republic of Dahan (Information 
Department) Profile: A calm and 
collected intelligence officer. 


Isao Takemura 


Age: 42/Height: 178cm Weight: 74kg/ 


Nationality: OCUB Hon Occupation: 


Colonel, OCU Japanese Defense Forces 


(Profile: Kazuki's father. He is 


widowed and has only one biological 


child, Kazuki, but he loves his 


adopted daughter, Alisa, as if she 


were his own daughter. 


Marcus A. 


Age: 43 years old / Height: 185 cm 


Weight: 82kg / Nationality: USN 


Occupation: Captain, USN Army 


Profile Ya is a happy-go-lucky Mypennis 


man. He enlisted in the USN army to 


protect his tribe, and is a well- 


respected unit commander with a good 


record in the army. 


Lecave-Minaev 


Age: 28 years old / Height: 185 cm 


Weight: 78kg / Nationality: USN 


Occupation: FAI agent 


Broyles: calm and precise in his 


duties. He has a higher rank than 


Dennis." 
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Jose Astrada. 


Age: 35/Height: 183 cm, Weight: 72 kg/ 


Nationality: OCU Philippine 


Occupation: OCU Philippine Army Sniper 


Profile: Born in an area where government 


forces and rebel forces were engaged in 


fierce fighting. He was shocked to learn 


that his girlfriend was among the 


civilian victims of an attack by anti- 


government forces, and since then he has 


repeatedly violated orders and rebelled. 


Meyer-Edwards. 


Age: 28 / Height: 176 cm, Weight: 65 


kg 


Nationality: OCU Australian 


Occupation: CIU (OCU Federal Central 


Intelligence Agency) Intelligence 


Officer Profile: A cheerful woman who 


loves to drink and gamble and never 


feels down. She is steady on her feet 


when it comes to her assignments. Her 


current assignment is unknown. 


Lan Shou Hua Age: 34/Height: 182 cm, 


Weight: 63 kg 


Nationality:Central People's Republic 


of Dahan Occupational Drug:Central 


People's Republic of Dahan Military 


Rapid Reaction Force XO Profile: 


Absolutely obedient to orders. He is 


a remarkable man of duty. He is 


efficient in everything he does, and 


never says anything out of turn. 


Li Zhangmei Age: 43 years old/Height: 


170 cm Weight: 83 kg/ Nationality: 


Central People's Republic of Dahan 


Occupation: mercenary 


Profile: A former member of the People's 


Republican Army, he lost his family when 


his village was burned to the ground in 


an 
operation 
to 
stop 
rebels. 


Disillusioned with the military, he 


became a roving Vanzer pilot, moving 


from place to place to protect his 


oppressed village. 


Miho Shinjo 


Age: 23 years old / Height: 165cm 


Weight: 57 kg/ Nationality: OCU Japan 


Occupation: Police officer 


Profile: A policewoman in the traffic 


division. She is a calm and easy-going 


person who is unfazed by anything at her 


own pace. She is sharp-witted and has an 


extremely 
high 
ability 
to 
analyze 


things. 


FAM-Louis 


Age: 17 years old/Height: 155cm 


Weight:45kg/ Nationality:OCU 


Philippines Occupation:Philippine anti- 


government guerrilla Profile BoardingAn 


unapproachable, high spirited, selfish 


young lady. She is an outspoken and 


selfish young lady who doesn't like to be 


alone. She is a very naive person. She is 


quite naive, She is very naive, but she 


doesn't care if things don't go her way. 


She is a bit of a spoiled brat. She joins 


the guerrillas in search of stimulation 


guerrillas in search of stimulation. 
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How to use the controller 


[0 button] Decide on the command. The message-serif in the window is 


advanced. 


Pressing the △ button displays the hit rate of counterattacks in 


combat. Open parts data in the setup screen. The menu window is called up on 


the network screen. 


X button] Used to cancel a command or return to the previous menu window. 


Mouth button] Used to switch weapons in battle. 


Directional keys] Used to move the cursor. 


[START bo, tan] Opens the system window during combat. Serif, 


Message, Event -c G You can also skip the movie. 


[SELECT] Check the placement of units hidden by obstacles on the 


strategic map. 


L1 button] [R1 button] Pressing this button during battle rotates the 


viewpoint. Setup is used to change the list and attributes. 


L2 button] [R2 button] Selects a unit that has not yet acted in 


friendly combat. If there are multiple enemies within range when selecting a 


target for attack, this button is used to switch targets or to select a 


character in a length setup or modification. 


DualShock (analog controller) support 


The LED lights up when the analog mode switch is pressed, and it works the 


same way as the directional keys. 


It vibrates when a unit is destroyed in battle and disappears. 


Only the left and right sticks are affected by LED lighting. Vibration is a CONFIG 


parameter and setting, and has nothing to do with whether or not the LEDs are lit. 


ANALOG 
DIGITAL 


controller 


LED 


Analog mode switch 


analog controller 
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How to get started in Niguo 


Insert the CD-ROM correctly into the PlayStation®Portable and turn on the power of the 


PlayStation®Portable. When the title screen appears, select an item from the English Start 


Menu using the up/down arrow keys and press the 0 button to confirm your selection. 


START 
Select when playing for the first time or from the beginning. The opening movie will start. The movie can be 


skipped by pressing the START button. 


LOAD 
--Select "Saved Data" when you start. The memory card data save screen will open. 


CONTINUE 
Select when starting from "Interrupted File". The "Save Interrupted File" screen on the memory card will open. 


CONFIG. 
Audio mono/stereo and vibration ON/OFF can be set. 


In Front Mission Third, there are two ways to save: at the "Intermission" screen that appears during the game, at the event 


screen in town, or in an "Interrupted File" during a battle. Insert the memory card into memory card slot 1. 2 blocks are used 


per file for saved files and 4 blocks are used for interrupted files. 


[Intermission.] 


This screen appears at the end of a 


battle or when the story progresses. 


Select "Save" from the menu and press 


the "〇" button to confirm. 


[Interrupted file]. 


When fighting, press the 
START button to open the 


system window, select "Suspended 


File" and press the 0 button. 


After the game starts, the pilot data registration screen will appear. To register a name in 


Kanji characters, select the first letter of the phonetic reading of the Kanji character in 


the "KANA" screen and press the △ button to bring up the Kanji selection screen. When the 


cursor is placed on the Kanji character of your choice, press the 0 button to confirm the 


selection. 
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Enter your name 


Opening 


start menu 


curbing (e.g. a file) 



Game Flow 


In "Front Mission Third," the game progresses through a series of 


story events and battles. In the event screen, you can move to 


the store and other locations. In between, there is also an 


intermission screen where you can save your game. 


Store 
Moving Map 
Strategic map 
Intermission 


About Double Feature Scenarios 


In Front Mission Third, two different storylines exist 


independently, and in each scenario, players will 


experience a completely different story with different 


situations, different characters, and interchangeable 


enemies and allies. 


Game Start 


jump 


After the divergence at the 


beginning, 


never intersect again. 
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Emma, 


ed. 


Alisa, ed. 


Guangzhou 


Huapengdan 


Golden News 


headquarters 


leather- 
soled 
sandals 
(geta) 
Nee. 



Deployment of sortie units 


When entering a battle, you may select the members/units to go into battle, allocate AP, and choose their deployment. 


For details on AP allocation, please refer to P12. 


The A P required to attack the currently 


selected weapon is displayed. 


The current HP of each part is shown in blue bars and numbers. 


It will be displayed. The damaged amount is displayed in black. 


You can do this as many 


times as you like until 


you select 


END 


on 


the 


placement screen. 


You can rearrange the 


You can rearrange them 


as many times as you 


like until you select 


END on the placement 


screen. 


AP 


distribution can be 


made for each member. 


You can also select the aircraft 


for each member by using he left 


and right keys. 


The pilot's face 


is displayed. 
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Battle System 


Combat takes place on the strategic map shown at right. When all units in your army 


have completed their actions in your phase, you move to the enemy's phase. 


How to View Unit Data 


The type of weapon is shown in the illustration, the attribute is shown in Kanji, 


the damage is shown as attack power X number of shots (hits), and the number of 


bullets is shown below the damage. 8 is unlimited number of bullets. 


The current/maximum value of the AP 


point (see p. 12) is displayed. 



Pressing the START button during the battle in the army 


phase opens the system window. You can choose to interrupt 


the game, set preferences, or end the military phase. 


Sengoku rules and conditions of victory 


Combat is played in phases, and your army wins if all the 


enemy units are destroyed or if you complete your mission. 


The game is over when all of your army's units are destroyed 


or fail in their missions. 


Ranking Evaluation 


After the battle, an evaluation screen for the battle is 


displayed. The average damage is the average of all the 


PCs' damage at the end of the stage divided by the 


number of battles. The average weapon level is the 


average skill level of the weapons used to attack and 


counterattack in the stage. The lower the number of 


either, the higher the rating. The number of enemies 


defeated also affects the reward you receive after the 


battle. 
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System window 


end their own turn,. 


You can check the win conditions. 


You can see the statistics of the ranking ratings 


Saves to an interrupted file. 


Various settings can be changed. 


If you turn on "Skip battle scene", you can skip the battle 


scene by pressing the "匚" button. 



Battle System/AP System 


About AP System 


Front Mission Third uses an AP (Active Point) system as a pilot's ability value, 


which indicates how many actions a pilot can perform in combat, and each action 


consumes a predetermined amount of AP. 


AP Consumption 


When moving, one point is consumed per square. When attacking, a certain number of 


points are consumed for each weapon. Points are also consumed when using items and 


when counterattacking when attacked. 


AP Allocation 


The initial AP is 14. AP can be allocated during setup, combat sorties, and when 


changing aircraft during a battle. Use the up and down arrow keys to select items, left 


and right to determine the number of points to be allocated, and press the 0 button to 


confirm the selection. A minimum of 12 AP is required for combat. When allocating 


points, the remaining AP cannot be less than 12; 


Defense (attribute defense) 


The status abnormality avoidance rate 


- damage reduction rate changes for 


each directional key assignment. 


A hit 


Each time you press the left or right 


directional key, the hit rate of all 


equipped weapons will change. 


Each directional key changes the rate 


of evasion against enemy attacks. 
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Avoidance 



AP recovery 


Basically, at the beginning of the phase of your army or the enemy's army, you will recover a flat 12 points. The recovery 


will never exceed each pilot's maximum.' 
AP Acquisition and Ace Points 


Ace points (indicated by medal symbols) are awarded for each part of an enemy unit that is destroyed. Two Ace Points are 


awarded for each part destroyed, and three Ace Points are added as a "body destroyed" bonus for destroying the body of an 


enemy unit. When a certain number of Ace Points are accumulated, the Ace Rank will increase (indicated by a star behind the Ace 


Rank on the person status screen), and the maximum AP will increase. There is a limit to the maximum AP. 


After the battle screen, the number of 


ace points obtained is displayed. 


The previous ace point is displayed in 


the "Person" window of the "Status" 


window. 


The maximum AP will be increased when a 


certain number of "A" is obtained. 
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Battle System/Combat Behavior 


Movement 


The blue area centered on the selected unit is the area that can be moved. Move the cursor to 


the destination and press the 0 button to confirm. If the unit is not to be moved, move the 


cursor to the unit and press the 0 button to open the action window. 


Movement 
restrictions 


Travel 
distance 
varies 


depending on leg parts. Also, 


climbing up and down steps is 


limited 
by 
vernier 


performance (see p. 25). 


AP Consumption 


! 1 AP is consumed for each 


square move. 


Attack 


After moving, the action window will open. To attack, move the cursor to the "Attack" command 


and press the 0 button. 


Attack range 


When "Attack" is selected, the attack range of the 


currently selected weapon is displayed in orange. If there 


is insufficient AP to attack with the weapon, if the arm 


equipped with the weapon has zero HP, or if the missile 


grenade has run out of ammunition, the range will be 


displayed as a wire. 
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Weapon switching 


Pressing the "B" button will open the weapon switch window for as long as the button is held 


down. Hold down the MOUTH button and use the up and down arrow keys to select a weapon, then 


release the MOUTH button to confirm. You can change the attack weapon. 


Target Selection 


If there are enemies within the attack range, the nearest enemy is automatically selected as the attack target. If there are 


multiple enemies, the L2 - R2 buttons will shift the target to other enemies in turn. 


Unit data of the enemy 


selected as the attack 


target. 
A P value. A P value 


consumed by one attack on 


the current value. 


Unit data of the friendly unit 


in action. 


Counterattack weapon against this 


attack. 


Enemy unit. The displayed HP bar 


is orange. 


Accuracy rate 


When the △ button is pressed in 


the left target selection screen, 


the hit rate of the enemy's 


counterattack is displayed in the 


red arrow. 


AP Consumption 


The amount of AP consumed in an attack depends on the 


type of weapon used in the attack. For flamethrowers only, 


the AP consumption can be selected when choosing an attack 


weapon. 


Destruction of obstacles 


Some of the obstacles on the strategic map (marked with a 


▼ arrow) can be attacked and destroyed. It may be 


necessary to destroy them to create pathways. Destroying 


them will give you experience in weapon proficiency. 
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Battle System/Combat Behavior 


Get off 


Selecting "disembark" in the action window allows the pilot 


to disembark to the left or right square in front of or 


behind the boarding Vanzer (1 AP is consumed for each 


square moved). The disembarked pilot can act on the next 


turn. 


Items 


This command can only be used by Vanzers who have the item, and consumes 4 AP. This command 


can be used on the unit and adjacent units to the left, right, front, and rear. 


Condition 


Selecting the "Status" command opens the status 


window. You can see the status of each unit. If you 


move the cursor over another unit (either enemy or 


friendly), press the 0 button and select "Status", the 


unit's status window will also open. 


Wanzer's current capabilities 


are displayed. 


The exterior of Vanzer is 


displayed. 


Each status window 


Data window for each part. It is 


displayed while the 0 button is 


pressed. 
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The status of AP allocation is displayed. 


Parts (as in computer parts) 


The name of each part, HP bar, and current/maximum 


value of HP are displayed. Pressing the 0 button opens 


the data window for the selected part. 



Arms 


The name, attributes, type, attack use AP, proficiency, attack power, and number of 


rounds of the equipped weapon are displayed. 


Data window for the selected weapon. The data window for the selected 


weapon. 


By pressing the 0 button, the range, hit rate, and the amount of hit 


rate reduction due to distance, 


The rate of hit rate decrease due to the distance, and the rate of 


hit rate decrease due to the difference in level (when attacking from 


the bottom to the top) will be displayed. 


Person 


Each pilot's data is displayed. Name, HP status, - status abnormality, ace run long ace points, weapon proficiency rank, and 


battle skills acquired. 


Destruction of parts 


Basically, a Vanzer consists of four 


parts: body, right and left arms, and 


legs, and each part has its own HP. 


If the arm is destroyed, the weapons 


attached to the arm become unusable 


(shoulder 
weapons 
also 
become 


unusable). If the leg is destroyed, 


the player can only move one square. 


If the body is destroyed, the unit is 


disabled and erased from the strategic 


map. 


When the pilot's HP reaches 0, he or she is disabled, but the van tour 


remains on the map. It is the same as when the pilot has been disembarked. 


About Counterattacks 


If you have enough AP left and the enemy's attack 


is at a distance where you can counterattack, you 


can counterattack. The "counterattack AP" varies 


depending on the distance from the enemy. The closer 


the 
distance, 
the 
more AP 
is 
needed 
to 


counterattack. 


Select a 


counterattack 


weapon and 


press 0 to 


confirm. 
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During combat, both enemy and ally will experience various status abnormalities depending on the attack from the opponent. 


Forced ejection 


This is randomly triggered by an attack from an opponent, either 


friendly or enemy. If it occurs in your unit, select the point at 


which the pilot will be ejected and press the 0 button to determine 


the ejection point. The vanzers that no longer have a pilot will be 


grayed out. It can be re-boarded in the next phase. In the case of 


forced ejection of an enemy unit, the enemy pilot will try to board 


the original unit if the ejection is left as it is. 


War demoralization and surrender 


This happens only to enemy units; a unit that is severely depleted in HP 


or heavily attacked loses its will to fight and abandons the battle. The 


unit will be marked with a white flag. If you attack in this state, the 


enemy will surrender. Surrendered Vanzers are grayed out. If you leave a 


unit demoralized, it may regain its will to fight. Surrounding a 


demoralized unit will cause it to surrender without attacking. 


Confusion 


This occurs in both enemy 


and 
friendly 
randoms. 


Confused units will expend 


more AP than usual when 


attacking. 


The unit will be marked with a 


question mark. 
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Swoon 


Occurs in a randam for both 


friend and foe. All actions 


are disabled. You cannot act 


in 
your 
own 
phase 
or 


counterattack in the enemy 


phase. 


The unit will be marked with a 


lightning bolt. 


Battle System/Status Abnormalities 



Battle system/DBS (Discharge Battle System) 


The battle continues with the vanzers taken. 


A system that allows the user to change Vanzers during battle 


for a more advantageous battle. This is the Discharge Battle 


System (DBS). The "Get off" action command allows the user 


to disembark from their own ship and switch to an enemy 


Vanzer that has been forcibly ejected, surrendered, or whose 


pilot has been lost. It is also possible to board an unmanned 


helicopter on the map and attack the enemy from the air. 


Basically, all units can be replaced. 


Enemy pilots are forcibly ejected. 


Transfer to enemy units. 


Obtaining Vanzer 


Enemy units that are unmanned when a stage is cleared or are boarded by allies can be obtained in stock after the battle is 


over. However, some units cannot be stocked after the stage is cleared. Only parts including backpacks can be obtained. Weapons 


are not available. 
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About DBS (Discharge Battle System) 


About Attributes 


Vanzers and weapons have attributes. Vanzers' attributes are resistance to attack 


attributes (attribute protection). The body's attribute is applied to the whole 


body. The weapon's attribute is the attribute of the attack. Body attributes can be 


changed using the L1-R1 buttons on the AP allocation screen. 


Flame and flame resistant: Weapons such as flamethrowers, or attribute protection 
effective against these attacks 
Shock and impact resistant: Rods and other weapons, or effective attribute 
protection against these attacks Penetration/penetration resistant: effective 
against machine guns, rifles, and other weapons or these attacks naive attribute 
defense 



level of skill in arms 


In Front Mission Third, combat experience is awarded for each type of weapon used in an attack. each attack earns experience 


for the weapon used in the attack, and when a certain amount of experience is accumulated, the weapon's proficiency level 


increases. As the proficiency level increases, 


the attack power of the weapon increases 


(the attack power of the weapon itself does not 


change). Weapon Proficiency can be viewed on the 


pilot's status screen. 


Proficiency Ranks 


Weapon proficiency levels start at A and go up to F. Within each of these levels, 


there are four more. (Indicated by ☆, AAAA☆☆☆☆). 
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Skill level 


Level Up in Front Mission Third 


In "Front Mission Third," multiple leveling systems work side-by-side: the AP system 


increases the amount of action a pilot can take in combat, proficiency increases the 


attack power of the weapon used, and modifications increase the basic ability-accuracy of 


the Vanzar. The hit rate is not increased by weapon proficiency, but by the arm's hit 


rate modification. 



During battle, characters may master special abilities 
called 【Battle Skills】. The conditions are as follows 


. One battle skill is set per Vantzer's one Vatts, and the conditions are 


If it fits, you will get (=learn) the skill when you fight a battle with the part attached. 
Possibility. The battle skills obtained are registered on a computer carried by the pilot 
The skills are registered in the computer. Once a skill is registered in the computer, even if you 
change parts, the condition will be 
If they match, they are triggered. If multiple skills are registered, they may be chained 
together. 
Obtaining Battle Skills 
Battle skills are randomly activated during battle. Parts are body - left and right arms - legs 


There are four different types, but which part's battle skill is triggered is also random. Also, 


the ba 
Battle skills will not be triggered in situations where they are not established (e.g., "da 


Even if the arm can master the "Bull Punch I", it must be equipped with fighting weapons on both 


sides. 


You can't "Double Punch I," so no matter how many times you fight with one side equipped with a 


different weapon, you can't "Double Punch I. 


(You will not get "Double Punch I.") 
*Our unit has activated a skill. 


The name of the activated skill is displayed in blue in the case of an enemy unit and in orange in 
the case of an enemy unit. 
Register Battle Skills 
When a battle skill is activated (=obtained) for the first time, the battle skill will be 
displayed after the weapon experience screen after the battle. 
The "Battle Skills Registration" screen will appear. Battle skills must be registered with the 
computer and 
The probability of activation for each skill is then based on the probability of its being left in 
place. Each skill has a capacity to be named 
It is indicated by the gauge below (in green). Registering beyond your computer's capacity is 


You cannot. If you press the X button on the registration screen after acquiring a skill in 


battle, the acquired skill 


are sent to "stock". Skills sent to "stock" can be co-soldered in "setup" (see p. 22). 


The registration can be made in the computer. In the window to the left of the registration screen 
during the battle, you can now obtain 
Only the battle skills that you have done will be displayed. 
Multiple access to skills 
Once a skill is mastered, it may be obtained again. The number of times it can be obtained is 
determined by the su 


It is determined by the capacity of the kill. Based on the computer's maximum capacity6 , for 


example, "double pan 


Chi 1" (capacity 2) can be obtained three times. The more sets of the same skill, the higher the 


activation rate, so "Dub 


Registering three "Le Punch I" will increase its activation rate, and moreover, it is conceivable 


to have three chains. 
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'Obtaining' and 'registering' battle skills 



Multi Assembly System 


This system combines the conventional setup of parts with performance enhancements through modifications (see p. 24) to create a 


more flexible Vanzer. The user can continue to fight with the original equipment or freely change parts. 


Setup 


You can replace the vantzers, replace parts and weapons, refill backpacks with 


items, and register battle skills. Parts and weapons that have a negative weight 


cannot be loaded. 


*The more the unit's output, the greater its "Fighting Ca". The higher the 


"Fighting Ca", the more attack power will be added to the unit with fighting 


weapons. 


Parts (as in computer parts) 


The body, left and right arms-legs, and backpack can be set. Select a part from the stock list by 


pressing the up/down arrow keys, and press the 0 button to confirm the selection. The lower data 


window shows the data for the part currently selected in the list. Press the △ button to display 


more detailed data. 


Various Battle Skills: Various battle skills appear in the game. You will be able to get a better advantage in 


battle if you replace various parts of your character with new ones (=learn them). You will not know the names 


and effects of the Battle Skills until you acquire them, but you can get a hint of the conditions for 


activating them by pressing the △ button on the Setup screen. 
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Multi-assembly system/setup 


Arms 


Weapons can be set on the left and right grips, and on the left and right shoulders. Select a 


weapon from the stock list by pressing the up/down arrow keys, and press the 0 button to confirm 


the selection. The lower data window shows the data for the weapon currently selected in the list. 


Press the △ button to display more detailed data. 



Item 


Only units equipped with backpacks that can hold items can set items. From the list, use the 


up/down arrow keys to select the item to be set and press the 0 button to confirm the selection. 


Each item has a capacity (the green portion of the gauge under the item's name) and cannot be set 


beyond the capacity of the backpack. To move to a stock, select the currently set item with the 


cursor by pressing the right directional key, and then press the 0 button. 


Pyroz Computer 


You can set up a computer. Each type of computer has different battle skill capacities and 


functions. Select a computer from the stock list by pressing the up/down arrow keys, and press 


the 〇 button to confirm the selection. 


Pilot Battle Skills 


You can register battle skills. Select a skill from the stocked skills with the up/down arrow 


keys and press the 0 button to confirm the selection. Each skill has a capacity and cannot be 


registered beyond the computer's capacity. To move to the stonk, select the currently set battle 


skill with the cursor by pressing the right directional key, and then press the 0 button. 


(being unable to) accomplish anything 


The aircraft can be painted and renamed. 


PYRO NAP distribution 


The amount of AP beyond the minimum required to launch a mission can be allocated to improve the 


performance of the Van Tour. Use the up/down arrow keys to select the number of AP to be 


allocated. In the "Defense" section, you can also change the "Resistances" by clicking on the 1_1- 


DAY1 button. 
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Multi-assembly ・Systems / modifications 


remodeling 


In the store, you can modify Vanzer to improve his abilities. Use the 


direction keys to select the parts and modification items to be modified, and 


press the 0 button to confirm the selection. 


HP modification 


Raises the H P of the part. This can be done on all parts of the body, arms, and legs. Use 


the up/down arrow keys to select the level, and press the 0 button to confirm. 


Attribute Defense Modification 


It is one of the body modifications. It improves the rate of attribute damage reduction and 


the rate of status abnormality avoidance. 


hit rate modification 


This is one of the arm modifications. It improves the hit rate of the weapon equipped on the 


modified arm. Each arm must be modified separately. 
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Retrofit (e.g. of a ship) 


It is one of the leg modifications. It improves the evasion rate against enemy 
attacks. 


R&B (roller dash and vernier) modification 


It is one of the leg modifications. It improves the ability of vernier and roller dash. 


Vernier and roller dash 


Vernier is the ability to jump up on uneven 


terrain, and roller dash is the ability to 


move 
farther 
on 
the 
same 
terrain 
by 


increasing 
mobility 
only 
in 
the 


forward/backward and left/right directions. 


The roller dash increases mobility only in 


the 
forward, backward, 
left 
and 
right 


directions on the same terrain, and stops at 


bumps and obstacles. The ability to move up 


by the leg varies depending on the type of 


leg. Hover dash cannot be R&B modified. 


The distance that can be roller-dashed 
is indicated in dark blue. 
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Verniers will also make it possible to 


climb to the roof of a building. 



Store 


You can buy, sell, and modify Vanzer parts, weapons, and items. Purchasing: You 


can purchase parts and weapons while setting up, or buy and sell stock. Select 


the parts and weapons you wish to purchase by pressing the up/down arrow keys, 


then press the 0 button to confirm your selection. You can change the machine you 


are setting up with the L2 and R2 buttons. Items can also be sold by selecting 


them from the stock list (use the L1-R1 buttons to change the list). The number 


of items purchased can be selected with the left and right arrow keys. 


How to View Parts and Weapon Data 


body 


- HP: Endurance value 


-Output: Loading capacity 


-Acquisition Skills: 


Available Battle Skills 


arm 


- HP: Endurance value 


-Hit rate: Attack hit rate 


-Acquisition Skills: 


Available Battle Skills 


- HP: Endurance value 


-Mobility: number of squares to 


move on the battle map - Type: 


leg shape - Vernier: number of 


steps to go over - Dash: roller 


dash ability - Skills acquired: 


Available Battle Skills 
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Utilities Guide 



-Capacity: the number of battle 


skills that can be registered - 


Function: characteristics 


Backpacks for 'item storage' and 


There are two types of "for increasing the output of Vanzer". -Capacity: 


Capacity of items that can be loaded - Additional output: Loading 


capacity to be added to body output 


-Type: weapon type -Attributes: offensive attributes -Range: range at 


which the weapon can be used -Attack Power: attack power per shot X number 


of shots -AP: AP required to attack -Loss to Hit: hit rate that decreases 


with distance from the target -Number of Bullets: number of bullets loaded 


-Attack Area: area of damage around the target -Damage reduction: 


Percentage of shield damage reduction - Usage frequency: Number of times a 


shield can be used in one stage - Number of rounds: Number of loaded 


rounds Number of uses: Number of times a shield can be used in one stage. 


Shield Effects and Equipment 


In Front Mission Third, the shield is one of the weapons of the grip. It can be selected when 


counterattacking to reduce damage. The damage taken is applied only to the arm with the shield 


(if the arm is destroyed in the process, the damage is dealt to the other parts as usual). 


However, there is a limit to the number of times it can be used, and it can only be used a 


certain number of times per stage of combat. The item "Shield Repair" allows you to use it half 


of the maximum number of times again. 
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Ho"'! It's about cutting food. 


arms 



computer 


Utilities Guide 


Network 


Access to the network will allow you to draw from a wide range of information. The number 


of forums you can access will increase as the story progresses. You will also be able to 


exchange e-mails during the game. There are many other features to try out. 


Forum SELECT FORLUM 


You can browse and obtain information from various 


organizations' and companies' websites and databases. To 


access them, you will need to obtain an address. You may 


also need a password. You may be able to obtain this 


information at some point during the game. You may have 


to enter the password manually. 


Select "CHECK MAILJ" to open the mailbox. You may receive an e-mail from someone in the game. If you open 


the mailbox from time to time, you may get unexpected information. You can also send an e-mail to the person 


whose address you know. 


CHECK MAIL 
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M e l u 



You 
can 


configure 


network 


settings. 


Downloaded text 


and image data 


can be viewed. 


DESKTOP 


SIMULATOR SIMULATOR 
voiced 


repetition 


mark in 
katakana 
As you progress through the storyline, you 


will be able to engage in mock battles at 


stages where you have fought before. If you 


acquire new skills during the battle, you can 


register them in the computer and carry them 


over. Enemy units vary in strength depending 


on the stage selected in the battle simulator. 


You 
cannot 
get 


enemy Vanzers in 


network battles. 


desktop 
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SHOP 


Online shopping 


is available. 


store 


In the simulator, you can play 


"tutorials" to learn the basics of 


combat and "battle simulators" to 


simulate battles. 


tutorial 


You can learn the basic operation 


of the VANZAR. 



An easy-to-understand introduction to the world of FM3 
for beginners and experts alike. Front Mission Third Fastest 


Strategy Book for beginners is now on sale! 


A popular series full of FM3 graphics, including 
Vanzer. 


Front Mission Third Postcard Book 


Now on sale 
front mission 3 


FM3 strategy tactical theory, Lethal Weapon full of 
data. Front Mission Third Late Model Strategy Book (tentative 


title), scheduled for release in October. 


The ultimate collection of FM3 setting materials, 
sure to satisfy even the most discerning FM3 
fanatics! front mission third no effect works 


Release date undecided 


DigiCube 


One of the strongest and most invincible pieces of 
music that coolly brews out the "sense of apocalypse" 
of FM3. Front Mission Third Original Soundtrack Sound Produced 


by/Hiroharu Hayama, Hayato Matsuo Released on September 22, 2012 


Price/2,718 yen (excluding tax) SSCX-10035 


Inquiries about the book 


(We do not answer questions about the game.) 


Digicube Book Center 03-3444-5754 (weekdays from 10:00 to 17:00, 


excluding holidays) 


Digicube website http://www.digicube.co.jp/ 


front-mission third 
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SQUARESOFT 


SLPS 02 Calling 2 


©1999 Square 
"Gold" and "PlayStation" are registered trademarks 
and SHOCK" is a trademark of Sony Computer EntertairimerMS Inc. 
Unauthorized duplication is a violation of applicable laws. 


Square User Support Sunferrista Meguro 


6F, 2-27-1 Kami-Osaki, Shinagawa-ku, 


Tokyo 141-0021, Japan PHONE: 03- 


5496-7117 


(Mon-Fri 10:00-18:00 except 


holidays) 



FOR SALE AND USE IN JAPAN ONLY 


Usage guidelines| This disc is for the "PlayStation" video game computer. If you use it on a different 
model 
of 
computer, 
it 
may 
cause 
malfunction 
of 
the 
device 
or 


If you use this disc with other devices, it may cause malfunction of the device or may have a bad 
effect on your ears. -This disc is marked with | NTSC | T~| or I 
This disc is marked "I" or "I-NINNY"-[2:2'- 


-2:2 Only "PlayStation" is responsible for this product. It is not available on overseas "PlayStation". -Please 
refer to the "Neighborhood Advice" and Please read carefully the "Neighborhood manual" and "Safety 


instructions" of the "PlayStation" and use the device in a proper and healthy way. -When placing this disc 
into the "PlayStation", be sure to insert the disc with the label side (the part with the TITINOLE 
surname printed on it) in the color of the stem. Please make sure that the label side (the part with 
the tightnore surname printed on it) is on the stem. Also, please lightly press the label surface to 
make sure the disc is in the correct position. -Playback end characters When you want to remove the 
disc from the "PlayStation", press the open button on the main unit and make sure the disc is completely 


turned on. If the disc is not spinning properly, it may cause injury. If the disc is caught in the 


rotating disc, it may cause injury or damage to the disc. If the disc is not in the rotating position, 
it may cause injury or damage to the disc. -Please avoid putting the disk on both sides of the 
workpiece. Please do not wear a sticker on both sides of the hair. Please do not brush the hairs on 
the seals or use pencils or penknots to mark the edges of the hairs. -The disc Do not use a cloth with 
a medicinal quality like a cloth with a white cloth to wipe the surface of the hair. 1The most 
important thing to do is to use a soft cloth to clean up the disc. The most important thing to do is 


to make sure that you have a good quality record player. -Cracked or deformed discs, or The disc which 


is cracked or deformed, or which has been boxed by Huo Hao Ling Hao should not be boxed, because it may 
cause malfunctioning. Please do not put the disc in the box. The following is the list of the most 
common types of the disc. Do not use it in a place where the sun is Qiang. Please do not use it in a 
humid place. -Do not use in a humid place. If you drop or chamfer something on the case or disc, it 
may cause a ton of damage and injury. Please do not drop anything on the case or disc. -Please keep 
the disc in the case after playback and keep it out of reach of children. -Please keep the disc in the 
case and keep it out of reach of children. The disc should be kept out of the reach of children. - 
"PlayStation" Rong Xu and screen Sakura Ye Fangyou no TV (projection TV) 絕将将霍論らないでください. 
Please do not use the "PlayStation" or screen projection televisions. The screen may be burnt by the 
locks. -Some software may require a memory card. Please check the "Explanation". Please refer to 
"Explanation". HEALTH GOOD JURISDICTION I -Please make sure that you have 15 fen for each sowing 
for the sake of quality. -For those who are interested in playing, please contact us for more 
information. Please do not play on the floor. -Please make sure the room is brightly lit and the screen 
is as far away from the TV screen as possible when playing. –Rarely In rare cases, some people may 
experience temporary cramps or loss of concentration when playing in a darkened room or watching a TV 
screen with a lot of light. If you have experienced these symptoms, please be sure to check with your 
doctor in advance. If you have experienced any of these symptoms, please consult your doctor in 
advance. Also, do not use Sleep If you experience any of these symptoms, please consult a doctor 


before using Sleepbox. 


